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As; the Gere Rules which are 
7 þr esent establiched for playing be 


7 
r * 
. PRES ta 

— 2 " —_— 


— 


Came of Whist are 59 very cao, the ' 
Jang, Hints are thrown together is, 
or * use of those who may approve | 1 
for eue of thos y app if 
of them, and who 1 5 to adopt them, 4 
i 

The Came of 22 15 now þ 
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become 50 universal, that there is not 


a Town in the Kingdom where there 
are not Clubs instituted for the pur = 
Pose of playing that Game; ; and avit 
must be evident to bose who are in 
the habit of playing in many different 
places, that local Customs have been 
introduced whereof a Stranger is often 
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at a los; to comprehend the meaning, 
and thereby loses a great part of his 
Amusement; the Adoption of the fol 
Lwing Hints may tend to remove som 
of the difficulties which arise front 
want of a more general System f 
playing the Game, than has hitherto 


been publisbed, 
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C | Thee Hints are by no means to be 
F considered as infallible, but to a Pro- | 
Fcient they may be of some service, 6 

and may probably induce ome person | 

better qualified for the undertaking, 

to publizh others, and to improve 

upon Such of theſe as may be deemed 
aebjectionable, 5 1 
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I. 1 
y Score, and never risk the 1 
loss of the Game when you can save je 
; it to a certainty 3 nor five:se unne- | | 
| cessarily to make more Tricks than | ; 
| you want, to win if, | 
! 
i IT. If yourPartnercall at thepoint 
L of Eight before you have play'd, lead 
; the best Trump in your hand. 
a In, A 
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* 
III. A Sequence is the safest lead, 
a good lead is from a King or Queen, 


with the Ten and one or two others; 
if your Partner win the Trick, 
without forcing the Ace, you may 
always finesse the Ten on the return, 


IV. With the Quarte to a Kivg 
of any Suit, lead the Ten, that your 
Partner may not stop your Suit by 
Lolding up the Ace. 


V. Except in the preceding in- 
stance, the Ten may be deemed a 
Card of Information; and if it be 
Jed, you may immediately judge 
ehat it is either the best of the Suit, 
or 15 led from King and Knave. 
"I: VI. K 
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VI. If you lead from a Suit of 


which the Nine is the best, lead it, 
as a Card of Information. 


VII. In discarding, be careful to 
mark your weakest Suit FIRST, ſo 
that 1f you be compelled to discard 


from a second Svit, yourPartner will 


be in no doubt what he is to lead. 


VIII. When your Partner is de- 
cided in his discard, facrifice:your 
own hand in his strong suit, without 


hesitation. 


IX, Learn to di5ctiminate a forced 
Lead from a lead of Choice. 


e X. Wher 
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your Partner can establish his long 
Suit, be careful not- N theck it, by 
retaining the best in your own hand. 


XI. A Qucen or Knave single, or 
with one, may often be led to ad- 
vantage, when you have not a good 


lead in another Suit, provid you 
are not very weak in TrompE. | 


XII. A King single, or with one, 

should not be led; except in Trumps, 

fl when the Game is in danger for 

i want of a lead in Trumps; at other 

6 times it is an unnecessary and an 
injudicious sacrifice. 
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X. When it is ascertained that 
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XIII. If ihe Knave be Jed from 
your right hand, and you have Ace 


and Queen, Wich- any number, al- 
ways put on the Ace. 


* 
XIV. With King and a small 
one, if you want the lead, put in the 
King, sctond player. 


ny IR lead fram King, 
K nave, and small ones ; by keeping 
them together, they will probably 
prodyce two Tricks. 


XVI. Having Ace, Knave, and 
others of your Adversary's suit, if 
the King be led from your right 
hand, you may sometimes pass it 


with advantage, but very rarely if 
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the King be led from your left 
hand, 


XVII. With King, Ten, and 
cthers, if the Queen be led from 
your right hand, pass it, as you lose 
nothing if your partner have not the 
Ace; otherwise it is in general ad- 
viseable not to phss. an Honor when 
led. 


XVIII. If a Queen be led from 
your right hand, always put in the 


Ace if you have it, for if the K ing 


be on your left hand, by bassing ＋ 


you suffer both to make. 


XIX. When 
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XIX. When you are last player 
and have the Quarte or Tierce of a 
Suit, and intend to return it, win 
with the highest and return the 
lowest, as a demonstration of your 
having the intermediate Cards. 

XX. You cannot open your hand 
too much to your Partner; it is bad 
policy to play an obscure Game, in 
as much as the advantage to be de- 
rived from deceiving your Adver- 


Sary is by no means commensvurate 


with that of knowing your Partner's 
hand ; and herein consists the ad- 
vantage of playing DumsBy, 


XXI. Ther: 
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XXI. There may be some hands 
which will justify the playing an 
obscure Game, but 1t requires no 
small degree of judgment to discri- 
minate when that may be done 
without risk. 


XXII. It is not good play to dis- 


card from an Ace so as to leave it 


single. 


XXIII. Never lead from a weak 
Suit at first, your Adversary's lead 
will most probably insure the dis- 


covery of that in due time. 


XXIV. If you have Five of any 
Suit, always endeavour to establish 
| Ir, 
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it, provided the Game be not ens 
dangered thereby; therefore if you 
have only three Trumps, and the 
Ace of another Suit, you may ven- 

ture to lead Trumps ; but not if you 
be destitute in the other two Suits. 


XXV. King and two small ones, 
is a very bad lead. 


XXVI. Always insuretwo Tricks 


in a Suit (except Trumps) when you 
can, 


XXVII. If you lead from Ace, 


Queen and others, play the Ace and 


then a small one. | 
XXVIII. Never 
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XXVIII. Never finesse against 
two Cards, except in Trumps, when 
it may sometimes be done, as you 


by reserving it. 


& 


XXIX. When your Partner leads 
Trumps strengthen his hand with 
your best if you have only three; 
but if you have more, return a small 
one. 


1 | up on your right hand is not to de- 
| ter you from leading Trumps if 
5 your hand will justify it in other 
1 8 ; 

| _ respects, , 


XXXI. There 


cannot lose the commanding Trump, 


XXX. An Honor being turned 
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XXX II. There is no risk in lead- 
ing in face of an Acc, as your Part- 
ner may finesse upon it; and if he 


lead through it you cannot win it. 


XXXII. When any number of 
Trumps are ascertained to remain in 
two hands, superiority of play will 
always insure the advantage of re- 
taining the Ten ace; which is too 
aften lost by an cagerness in wine 
ning the second best when it 1s led, 
and thereby giving to your Adver- 
sary that advantage which you 
would have retained by not taking 
the Trick, 


XXXIII. Always 
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XXXTIT. Always play the lowest 
of your Suits when you are not the 
Leader; except it is to deceive your 
Adversary judiciously. | 
XXXIV. Never play a capri- 
cious Game, but follow the general 
Rules, so as that a perfect Stranger 
may understand you; do not suffer 
a run of ill luck to make you play 
with timidity, nor success encourage 
you to finesse too deeply: Such ha- 
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bits may induce the Party to sus- 
pect you of looking over your Ad- 
1K versary's hand. | 
l \ XXXV. Always keep your Eyes 
upon the board; it will be found a 
great assistance to the Memory. 
XXXVI. IE 
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XXXVI. If your Adversary re- 
fuse to trump your Trick, continve 
to force him, which will inevitably 
defeat his plan and destroy his 
Game. 


XXXVII. Never play a cunning 
Game; that is, affecting to hesitate 
when you have only one Card of 
the Suit led, or when you have two 
of equal value; it is settipg a trap 


for your Adversary which is sure 


to catch your Partner. 


XXXVIII. When you lead from 
a Tierce to the King, follow it up 
with the Queen; in that case your 
Partner will give you Credit for 
B the 
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the Knave, and will not check your 


Suit by reserving the Ace; but if 
you have not the K nave, when your 
King passes, lead a small one. 


XXXIX. When your Partner 
leads the King of a Suit, and you 
have Ace and Knave, or with one 
small one, take his King and return 


the Knave, that his Suit may not 
be checked, 


XL. With Ace, Queen, and Ten 


of a Suit, put on the Queen, second 


player. 


XLI. It will be found a good ge- 
neral Rule to put on second hand 
| the 
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the Card which you would have 
played as Leader: It is very evident 
that this Rule will not always apply, 
but a little judgment will discrimi- 
nate the cases of deviation. | 


XLII. It is so much the Custom 
with Ace, King and Knave, to lead 
the King and then change your Suit 


to put it into your Partner's power 


to give you an Opportunity to finesse, 
that 1t may be deemed absurd to at- 
tempt to overturn this Practice; 
but the Proficient will find by ex- 
perience that the Game is often 
ruined by this attempt, and at last 
the finesse proves unsuccessful and 
| | the 
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1 the Ace is trumped the third lead; 
ö | you are always to secure two Tricks 
1 in a Suit out of Trumps, and the 
waiting for this finesse can only be 


justified in trumps. | 


XLIII. When your Partner-1s 
very weak in your original Lead, 
and the Adversary returns it, you 


it, as he probably plays VNDER- 


form an early judgment of their 
strength in the respective Suits 


and Cither play a forward or de- 
4 ſenſive 


may pot on the King if you have | 


XLIV. Be careful to observe the 
Cards which fall from each person, 


by that means you will be able to 
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fenſive Game as the occafion may 
require. 

XLV. When the Game may be 
saved or won by a success ſul ſtroke, 
do not let the Rules restrain you 
from making the attempt; but you 
must first conſider whether the 
failure will give your Adversary a 
better Game than he would have had 
without that risk. 


XLVI. If your left hand Adver- 


Sary refuse to trump your trick, and 
your Partner be also free of the 
Suit, take notice of your Adver- 
sary's discard, and if you have a 
trick in that Suit, secure it, and 
then proceed with your former Suit. 


XLVII. If 
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XLVII. If your right band Ad- 
versary lead a winning Card which 


your Partner cannot trump, do not 5 
ſail to trump it, although you are, 
sure of being overtrumped, as it will 236 
prevent your Adversary from dis- 
carding his losing Cards. 


XLVIII. It will often be neces- 
zary to change your original plan, 
which must be done without regard j 
to Rules; for it is no satisfaction 1 
fo lose the Game according to Rule, 
when a deviation might have saved 
it. 

XLIX. When there are no 
Trumps remaining against you, you 

| may 
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may play your other Suits as if 


they were Trumps. 
| 2 . L. You should lead so as to incur 
* as little loss as possible, in case all 
IP. the good Cards of the Suit not in 
pour own hand, were with Four 
+ Adversary. 


LI. It often happens that you are 
able to judge upon a second lead 
from your right hand Adversary, 
that your Partner has the best of 
the Suit, the leader tke second, and 
yourself the third, in that case 
play your Best as second player, 
which will save your Partner and 
enable him to check your Adver- 


sary's Suit. | 
LII. If 
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LII. If you have reason to sup- 
po5e that your Adversary plays for 
a great Game, and you have the 
Fen or Nine, with three or four 


others of a Suit, do not immediately 


discard one of them, as you may 
possibly check his Suit by with- 
holding them. | 


LIII. If you are weak in Trumps, 
you must play a defensive Game, 
and ought to discard from a strong 
| Suit, rather than risk establishing 
your Adversary's Suit, by discard- 
ing from his original Lead. 


LIV. If possible, do not discard 
from your Adversary's Suit so as to 
a disable 
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disable you from playing one to the 
second Lead, for this pots your 
Partner fully in their power, and 
establishes their Suit to a Certainty. 


LV. When you are playing a de- 
ſensive Game, and have two Suits 
of equal strepgth, if it has by any 
means been ascertained which is 
your Partner's strongest Suit, then 
discard from that Suit. 


LVI. Always retain a Card of 
your Partner's original Lead to play 
to him at the proper opportunity. 


LVII. If you win your Partner's 
first lead (out of Trumps) with the 


Queen, 
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Queen, it may be as well not to re- 
turn it immediately; for if he have 
the Ace, there is no fear of its not 
making, but if he have led from the 
King it must be sacrificed. 


LV III. Except you are very weak 
in Trumps, or the Game be in dan- 
ger, do not trump your Adversary's 
Second Lead, if you are in doubt 
who has the best; for if your Part- 
ner have it not, by trumping 1t too 
hastily, you prevent the next best 
from making, which is most pro- 
bably in his hand, 


LIX. If the Tierce Major of 
Trumps be cleaily against you, and 
| den 
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you have the Knave, or ten with 
two others; on the second Lead 
drop your highest, which may deter 


Four Adversary from taking a third 


Lead, and may enable you to make 
your small Trump. 


LX. If vou have Queen, Knave, 
and another, and the Ace and King 
are led by your Adversary, your 
Partner having dropped the Ten, 
the second Lead, you may play 
your Queen ; for this reason—if it 
Should be led the third time, your 
Partner will conclude that you have 
no more, therefore if he be weak in 


Trumps, he will trump it, and ne 
loss 
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loss will ensue; but if he pass it 
ſor you to trump, two pöints will be 
ascertained; that he is strong in 
trumps, and his discard will shew 
his strong Suit and enable you to 


play accordingly. 


LXI. If you have three long 
trumps in your hand, play one by 
way of Information to your Partner, 


LXII. If you have three or four 
Trumps -left, and your Adversary 
has only one, which is the best, 
play the lowest in your hand to 
draw it out, that it may not check 
your Partner's Suit, 


LXIII. If 
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LXIII. If your left band Adver- 
rary lead the Kiog of Trumps aud 
stop, and you remain wich Queen 
and a smell one; you may, when 
an Opportunity offers, lead the small 
one, which may probably deter him 
from finessing the Knave, whereby 


you will save your Queen, which 


must otherwise have been lost to a 


Certainty. 


LXIV. If your Partner have not 
led Trumps, you may venture to 
force him, though your hand would 


not otherwise have justified it. 


LXV. Do not abandon your ori- 
ginal Suit without some good rea- 


son, 
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son, although your Partner be weak 
in it; the changing of your Suit 
will too often give your Adversary 
the Advaritage of the Ten-ace, 
which is always to be avoided as 
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| much as possible. 


LXVI. When your leſt hand Ad- 
versary is last player, and must win 
the trick, if it be in Trumps and 
you have not got one, discard from 
your strongest Suit, which will pro- 
bably induce him to lead into it. 
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